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PERMISSIONS 


All SUNBURST material is copyrighted. However, SUNBURST does give the 

purchaser the following permission; 


1. You have permission to reproduce any student worksheets in this guide for 
your classroom use. You should ngl, however, copy the whole guide. 

2. You have permission to use Lab Packs within one site. You should not , 
however, divide the package and use the diskettes in more than one 
building. 

3. You may not copy this diskette. A back-up is provided. 

4. You have permission to allow students to take the product home for use 
with their personal computers. 
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INTRODUCTION 


A NEWBERY ADVENTURE: Charlotte's Web is a program that focuses on 
vocabulary and comprehension skills. It utilizes the story from E.B. 

White's Newbery book Charlotte's Web in an interactive format that 
provides students with two major activities. 

The first activity is an adventure game in which students help characters 
from the book reach their goal. To do so, students must be familiar with 
the content of the book. The second activity focuses on vocabulary words 
taken from the book. Students must use the appropriate word to complete 
sentences based on an event in the book. The words are used in a context 
similar to that of the story. 

Both activities require problem-solving skills. To play the adventure, 
students must make decisions based on their knowledge of the plot, thus 
testing their ability to follow the sequence of events in a story. 

Notetaking is recommended. To select the word that best completes a 
sentence, students must use vocabulary words in context from their 
knowledge of the story. 

Vocabulary and sequencing skills are some of the most important reading 
skills students need to acquire in school. To develop these skills, it is 
important that the students have a variety of materials available to them. 
The computer answers this need by offering students the opportunity to 
practice skills in an exciting way, one that offers immediate feedback and 
brings fun into the learning experience. It motivates students to read good 
literature and apply their problem-solving skills. 

The program is designed for a 64K Apple II+, lie. He, lies with one disk 
drive. A color monitor is preferred. If you need assistance in operating 
your computer, check the sections of this Teacher's Guide entitled "Apple: 
Working With the Computer" and "What Happens If...?" You can also call 
Sunburst Communications toll-free. 
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BACKGROUND 


A NEWBERY ADVENTURE: Charlotte's Web is about the life of a loveable pig named 
Wilbur. The events are based on E.B. White’s award-winning book Charlotte's Web , 
one of America's best-loved children's books. 

The story begins when Wilbur, who was born a runt, is saved from death by the 
farmer's hand by his daughter. Fern Arable. The farmer gives Wilbur to Fern for a pet. 
When he grows bigger, Wilbur is sold to Fern's uncle, Homer L. Zuckerman. Fern is 
allowed to visit Wilbur at her uncle's farm, but Wilbur misses Fern and becomes very 
lonely. Finally, a spider named Charlotte A. Cavatica befriends Wilbur, and he is much 
happier. 

One day Wilbur learns from the old sheep on the farm that he will be fattened up and 
killed at Christmastime. Wilbur, a very emotional pig, screams and cries until Charlotte 
says she will save him. 

Charlotte had a plan to fool the farmer. She wrote the words "SOME PIG" in her web to 
describe Wilbur. When the Zuckermans saw the words, they thought it was a miracle. 
Word spread about the unusual pig (no one paid any attention to Charlotte), and 
people came from all over to see him. Charlotte continued to write more words about 
Wilbur in her web, and his fame spread. 

Mr. Zuckerman decided to enter Wilbur in the County Fair. Wilbur was packed in a 
crate (along with Charlotte and the rat Templeton) and taken to the fairgrounds. 

Charlotte spun a web at the fair and wrote the word "HUMBLE" in it so that Wilbur could 
win a prize. She also made an egg sac filled with her eggs. Since so many visitors 
came to the fair to see him, Wilbur was awarded a medal and Mr. Zuckerman received 
$25.00. Afterwards Charlotte told him that he was safe now and would never be killed 
because he was a prize pig. She also told him she would die soon. 

Wilbur was very upset. He wanted to save Charlotte's eggs, so he asked Templeton to 
get them. Wilbur took the egg sac back to the farm. Charlotte died the next day. 

Wilbur guarded the egg sac until the baby spiders appeared. Some of the spiders 
stayed in the barn, so Wilbur always had friends. He spent many happy years on the 
farm. 
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Grade Level: 
Time Required: 

Objectives: 


A NEWBERY ADVENTURE: Charlottfi’R Wah 
Program Objectives 



3-6 


Adventure -10 -15 minutes 
Vocabulary -10 - 30 minutes 

1. To provide practice in using vocabulary in context. 

2. To use context clues in reading. 

3. To follow a sequence of events. 

4. To combine exposure to good literature with problem¬ 
solving situations. 

5. To encourage the thoughtful reading of books. 

6. To transform reading into a pleasurable experience for 
the non-motivated reader. 
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PROGRAM DESCRIPTION 


Following the opening screens, the main menu is displayed. For a brief 
introduction to the program, students should select Descriptions, or they 
may choose the other options shown on the menu below. 

Selections can be made in the program by entering a number, then 
pressing RETURN. 
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Wilbur's Adventure 


This option encourages students to use their knowledge of the book to 
save Wilbur from being killed. 

At the start of the adventure, students are given 19 weeks to complete 
their quest. Each move made by the students costs one week's time. 
Consequently, students must weigh their decisions carefully. The best 
possible completion time is 14 weeks. 
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Students make a selection by entering a number, then pressing RETURN. 
If correct, the screen will animate and the answer will be restated in a 
complete sentence. If incorrect, an explanation of why the answer is 
wrong will be given, then the student must make another selection. If 
students make too many wrong selections, time will run out and they 
must start over. As they may not be able to complete the adventure on 
their first try, students should be encouraged to take notes while playing 
the game. This will allow them to chart their progress and try a 
different answer on subsequent tries. 




At the end of the adventure, the number of weeks the student used is 
displayed. 
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DIRECT PATH FOR WILBUR'S ADVENTURE 


This direct path is intended for the teacher's use and should not be handed 
out to students. It has been included in this guide as a help to the teacher. 

Please note that there is alternate wording for seven of the adventure 
screens. Since the screens are chosen randomly, students could see either 
one in the program. 


1. Fern took special care of Wilbur. 

or 

Mr. Arable gave him to Fern for a pet. 

2. Wilbur was sold to Fern's Uncle Homer. 

or 

Later, Wilbur was sold to Fern's Uncle Homer because he grew too 
big for Fern to keep. 

3. His new friend was a spider named Charlotte A. Cavatica. 

or 

She said that she would be his friend. 

4. Wilbur enjoyed living on the farm until the old sheep said the 
farmer would fatten Wilbur, then kill him. 

5. Charlotte told him that she would save him. 

6. Charlotte's plan to help Wilbur was to write some words in her 
web to fool the farmer. 

7. Soon the news spread and many people came to see Wilbur. 

8. Wilbur was put in a large crate with Charlotte and Templeton, 
the rat. 

or 

Mr. Zuckerman packed Wilbur in a crate and took him to the 
County Fair. 
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9. So Charlotte spun a web with a word in it at the fair. 

or 

Charlotte wrote a word in her web at the fair because Wilbur's 
life was still in danger. 

10. It was an egg sac filled with her eggs. 

11. However, because he was so unusual, Wilbur received a special 
medal from the judge. 

or 

Wilbur won a medal at the fair because so many people came to 
the fair to see him. 

12. Then Charlotte said she would die soon. 

13. Wilbur asked Templeton to get Charlotte's egg sac. 

or 

Wilbur took it back to the farm. 

14. A few decided to stay so Wilbur was never without friends. 


This path will successfully complete the adventure in 14 weeks. 
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Charlotte's Vocabulary 


In this option, students become familiar with some of the vocabulary 
words used in the book Charlotte's Web. Students are presented with 20 
statements related to the story. Each of these statements contain a blank 
space. Students must choose among three words to complete the 
statement. If the correct answer is chosen, the screen animates, and the 
word appears in a sentence. 
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If students choose incorrectly, a definition of the wrong word will be 
given. Below it will be the correct word appearing in the original 
statement. The students are allowed one answer per statement. At the 
end, a score is shown on screen. 


You oot- a total oF 16 
cofrect answers out oF 20. 


Uould you like to try ayain? 
|Ybsj MO 
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CHARLOTTE'S VOCABULARY ANSWER LIST 


The Charlotte's Vocabulary Answer List is intended ONLY for the teacher's 
use and should not be handed out to the students. It includes the list of 
word choices as they are presented in the vocabulary section of the 
program. The correct answers are listed under Primary Words, while the 
other choices are listed under Secondary Words. 


Primary Words 


Secondary Words 


1. 

runt 

hound 

rascal 

2. 

lonely 

fluffy 

leafy 

3. 

escaped 

exploded 

sailed 

4. 

commotion 

forest 

radiance 

5. 

trough 

hoop 

floor 

6. 

mysterious 

jumbo 

angry 

7. 

salutations 

sputter 

farewell 

8. 

congratulated 

separated 

departed 

9. 

dud 

mallet 

nugget 

10 . 

plotted 

replied 

planted 

11. 

miracle 

melon 

law 

12 . 

terrific 

horrible 

skinny 

13. 

crate 

cradle 

crock 

14. 

adventure 

invention 

legend 

15. 

humble 

stumble 

mumble 

16. 

waterproof 

delightful 

tiny 

17. 

medal 

mackerel 

morsel 

18. 

desperate 

lazy 

drowsy 

19. 

gigantic 

slim 

rusty 

20. 

tranquil 

fearful 

prickly 
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Descriptions 


This option gives a brief description of the parts of the program. 

End 

This option allows you to use another diskette or to end the program 
entirely. 

Any part of the program can be exited by holding down the 
CONTROL (CTRL) key and pressing the E key. 



TEACHING SUGGESTIONS 


A NEWBERY ADVENTURE: Charlotte’s Web offers the unique opportunity to 
combine two types of activities in the classroom. The first activity is the 
reading of E.B. White's book Charlotte's Web. The other activity includes 
skill exercises on the computer with the help of supporting materials 
(Student Worksheets) provided in this guide. 

Students should read the book before using the program, since the 
computer activities require that the students use vocabulary words from 
the book and know the sequence of events in the story. 

Using the Program 

The program can be used to check the reading comprehension of the 
students and to reinforce vocabulary skills. It can also be used as a 
method for analyzing the story. Finally, it may provide the enticement 
needed for non-motivated readers to complete the book in order to play the 
adventure. 

Using the Worksheets 

Two worksheets are provided with this guide on pages 14 and 16. The 
worksheet "Who Am I?" tests the students knowledge of the characters in 
Charlotte's Web . The worksheet "Where Is It?" reviews the settings in the 
book and emphasizes recall of details. These worksheets can be used 
before or after the computer program at the discretion of the teacher. 

Additional Activities 

To extend the experience of Charlotte's Web , you might want your students 
to do some of the activities on the next page. 
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Single Student Activities: 


1. Encourage the students to read other books by E.B. White. Stuart 
Little and The Trumpet of the Swan are other award-winning books 
by the author. 

2. Ask each student to write a "fan" letter to one of the characters in 
Charlotte's Web. Have the students read aloud their letters. 

3. Assign one or both of the worksheets in this Teacher's Guide. 

Whole Class Activities: 

1. Dramatize an event in the book. Invite parents or other classes 
to see it. 

2. Illustrate scenes and characters from the book in a large 
montage created by the entire class. 

Lab Activities: 

1. Challenge students to see who can get the highest scores on the 
adventure or vocabulary sections of the program. 

2. Divide the class into pairs for the adventure. If the students in a 
pair disagree on an answer, have them research the correct 
answer in the book before proceeding in the program. 

Large Screen Projection Activities: 

1. On a large screen, go through Charlotte's Vocabulary discussing 
the meanings of the three words listed on each screen. (There 
are 60 words whose meanings are stated or inferred within the 
program.) 

2. After the entire class has done Wilbur's Adventure, go back to 
the beginning of the adventure and talk to the students about the 
decisions made by the characters. How did these decisions 
affect the story line? For example: What might have happened if 
Charlotte's plan to save Wilbur hadn't worked? 
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WORKSHEET 


WHO AM I? 


Read each sentence. Find the answer. Write it on the line. 


Avery Lurvy Templeton 

Uncle Joy Charlotte 

Wilbur Fern John Arable 

Homer L. Zuckerman 


1. 

1 am a pig who wanted friends. 

1. _ 

2. 

1 am the person who cared for 

Wilbur as a baby. 

2. _ 

3. 

1 am the spider who saved Wilbur. 

3. _ 

4. 

1 am Fern's brother. 

4. _ 

5. 

1 am Mr. Zuckerman’s hired hand. 

5. _ 

6. 

1 am Fern's uncle. 

6. _ 

7. 

1 am one of Charlotte's children. 

7. _ 

8. 

1 am the rat who helped 

Wilbur and Charlotte. 

8. _ 

9. 

1 am Fern's father. 

9. _ 

10. 

1 am the pig in the pen next 
to Wilbur at the fair. 

10. _ 
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WORKSHEET ANSWERS 

WHO AM 1? 

Read each sentence. Find the answer. Write it on the line. 

Avery Lurvy Templeton 

Uncle Joy Charlotte 

Wilbur Fern John Arable 

Homer L. Zuckerman 

1. 

1 am a pig who wanted friends. 

1. 

Wilbur 

2. 

1 am the person who cared for 
Wilbur as a baby. 

2. 

Fern 

3. 

1 am the spider who saved Wilbur. 

3. 

Charlotte _ 

4. 

1 am Fern's brother. 

4. 

Averv 

5. 

1 am Mr. Zuckerman's hired hand. 

5. 

Lurvv 

6. 

1 am Fern's uncle. 

6. 

Homer L. Zuckerman 

7. 

1 am one of Charlotte's children. 

7. 

Joy. _ 

8. 

1 am the rat who helped 

Wilbur and Charlotte. 

8. 

Temoleton 

9. 

I am Fern's father. 

9. 

John Arable 

10 . 

1 am the pig in the pen next 
to Wilbur at the fair. 

10. 

Uncle 
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WORKSHEET 


Where Is It? 


Read the words below. Decide where each one is found in the story. Write 
your answers on the lines. Warning: Some words go in BOTH places. 

The goose and her goslings Templeton 

Uncle, the pig People coming to see Wilbur 

Charlotte's egg sac The old sheep 

Wilbur's trough with egg under it The word "HUMBLE" in web 

The words "SOME PIG" in web Wilbur's medal 


AT THE ZUCKERMAN FARM AT THE COUNTY FAIR 
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WORKSHEET ANSWERS 


Where Is It? 


Read the words below. Decide where each one is found in the story. Write 
your answers on the lines. Warning: Some words go in BOTH places. 


The goose and her goslings 
Uncle, the pig 
Charlotte’s egg sac 
Wilbur's trough with egg under it 
The words "SOME PIG" in web 


Templeton 

People coming to see Wilbur 
The old sheep 
The word "HUMBLE" in web 
Wilbur's medal 


AT THE ZUCKERMAN FARM AT THE COUNTY FAIR 


1. 

The goose and her goslings _ 

1. Uncle, the oia _ 

2. 



3. 

Wilbur's trough with egg under it 

3. Templeton 

4. 

The words "SOME PIG" in web 

4. People comina to see Wilbur 

5. 

Templeton 

5. The word "HUMBLE" in web 

6. 

Peoole comina to see Wilbur 

6. Wilbur's medal 

7. 

The old sheep 

7. 

8. 


8. 

9. 


9. 

10. 


10. 
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APPLE: WORKING WITH THE COMPUTER 


Turning on the System 

1. Turn on the television or monitor. A color monitor is preferred. 

2. Insert the diskette into the disk drive with the label facing up and 
on the right. 

3. Close the door to the disk drive. 

4. Turn on the Apple. (The on-off switch is on the back left side of 
the computer.) 

5. You will see a red light on the disk drive turn on. If the disk drive 
light does not turn off in about twenty seconds, turn the Apple off 
and make sure your diskette is placed correctly in the disk drive. 

6. The SUNBURST logo will appear followed by the title screen. 

7. Follow the directions given in the program. 

8. If at any time during the program you want to stop, hold the 
CONTROL (CTRL) key and press the E key. 


Turning Off the System 

1. Remove the diskette from the disk drive and return it to its place 
of storage. 

2. Turn off the Apple. 

3. Turn off the television or monitor. 
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Apple IGS: Control Panel Settings 

To allow your Apple IGS to work properly with Sunburst software, certain Control Panel 
settings should be selected. The Apple IGS retains these settings even after the power 
is turned off. 

To Use the Control Panel: 

• Turn on the Apple IGS and monitor. 

• Enter the Control Panel main menu by holding down the CONTROL and OPTION 
keys, and then press RESET (the rectangular key located above the number 
keys). If your Apple IGS is in an Apple //e case, use the closed-apple (#) key 
instead of OPTION. 

• Press the 1 key to enter the Control Panel. 

• Use 1. and f to highlight the feature you want to change and press RETURN. 
Again use X and f to highlight a specific option and change it by using the ◄— 
and —► keys. 

• After you have finished making changes, select Quit to use the Apple IGS. 


To Change the Display: 

• Highlight Display and press RETURN. 

• Set Type to Color. 

• Set Columns to 40. 

• Set Text to White. 

• Set Background to Black. 

• Set Border to Black. 

• Press RETURN to save the changes and to go back to the Control Panel. 


To Change the System Speed: 


• Highlight System Speed and press RETURN. 

• Set System Speed to Normal. 

• Press RETURN to go back to the Control Panel. 

To Change the Slots: 



Highlight Slots and press RETURN. 

Set Slot 1 to Printer Port. If you are using a printer card, select the slot number 
your printer card is in. 

Set Slot 6 to Disk Port, if you use a 5.25 - inch drive connected to the disk drive 
port. 

Set Slot 6 to Your Card, if you use a 5.25 - inch drive connected to a controller 
card in Slot 6. 

Set Startup Slot to Scan. 

Press RETURN to go back to the Control Panel. 
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"WHAT HAPPENS IF...?" - SUNBURST COURSEWARE AND WARRANTY 


1. What happens if a program will not load or run? 

Call us on our toll-free number listed at the beginning of this book, 
and we will send you a new diskette. 

2. What if I find an error in the program? 

We have thoroughly tested the programs that SUNBURST carries so we hope 
this does not happen. But if you find an error, please note what 
you did before the error occurred. Also if a message appears on the 
screen, please write the message down. Then fill out the evaluation 
form and call us with the information. We will correct the error and send 
you a new diskette. 

3. What happens if the courseware is accidentaliy destroyed? 

SUNBURST has a lifetime guarantee on its courseware. Send us the 
product that was damaged and we will send you a new one. 

4. How do you stop the program in the middie to go on to something 
new? 

A program can be ended at any time by holding the CONTROL (CTRL) 
key and pressing the E key. 

5. Can I copy this diskette? 

The material on the diskette is copyrighted. You should not copy the 
courseware. 

6. Can I remove the diskette whiie using the program? 

No, you can’t. The diskette needs to be accessed throughout the 
program. 
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